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in the year 2000 of the history of the cosmos, repre 

sentatives from the many different planets in the galaxy established a 

congress called the Galactic Federation, and an age of prosperity 

began. A successful exchange of cultures and civilization resulted. 

and thousands 

of in tersteilar 

spac eships fer¬ 

ried back and 

forth between 

nets. But 

space pirates 

also appeared 

V . , 

fcj attack the 
spaceships. 
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The Federation Bureau created 

the Galactic Federation Police, hut 

pitates‘ attacks were powerful 

and it ivas not easy to ca tch them in 

the vast ness of space. The Federa¬ 

tion Bureau and the Federation 

Police called together warriors 

known for their great courage and 

sent them to do battle with the 

pirates, These great warriors were 

called "space hunters. “ They 

received large rewards when they 

captured pirates, and made their liv¬ 

ing as space bounty hunters. 
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ft is now year 20X5 of the history of the cosmos, and something terrible 

has happened. Space pi rat es have attacked a deep-space research 

spaceship and seized a capsule containing an unknown fife-form that 

had just been discovered on Pianet SR383, This life-form is in a state of 

suspended animation, but can be reactivated and will multiply when 

exposed to beta rays for 24 hours, it is suspected that the entire cMiza 

tion of Planet SR388 was destroyed by 

some unknown person or thing, and 
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form just discovered was the cause of 

the planets destruction, To carelessly 
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bringing it back to Earth— 

when it was stolen by the 

space pirates! 

If Metroid is multiplied 

by the space pirates and 

then used as a weapon, 

the entire galactic civitiza - 

tion wilt be destroyed. After a desperate search, the Federation Police 

and la unchod a gen era I attack. But the pirates' resist a nee is strong, and 

the Police have been unable to take the planet. Meanwhile, in a room 

plying the Metroid are progressing steadily. 
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As a last reson, the Federation Police 

have decided on this strategy: to send a 

space hunter to penetrate the center of the 

fortress and destroy the Mother Brain. The 

space hunter chosen for this mission is 

Samus Aran. He is the greatest of all the 

space hunters and has successfully com- 

pleted numerous missions that everybody 

thought were absolutely impossible. He is a 

cyborg: his entire body has been surgically 

strengthened with robotics, giving him superpowers. Even the space 

pira tes fear his space suit, which can absorb any enemy's power. But his 

true form is shrouded in mystery. 

The planet Zebes is a natural fortress. Its sides are covered with a 
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special kind of stone, and its interior is a complicated maze. On top of 

tha t, the pira tes ha ve planted devices and booby traps in the maze, and 

the pirates’ eery followers lie in waif around every comer. Samus has 

now succeeded in penetrazing Zebes. But time is running out. Will he be 

able to destroy the Metroid and save the galaxy? 
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*Use the Select button to choose either STAHT or 

CONTINUE. You can enter either mode with tfte START 

button. 

* If you choose START, the game begins 

• If you choose CONTINUE, the Password 

appears- 

C 

i 

screen 

Password 
Use the control pad to move the cursor and select 

letters and numbers, 

* Press button A to register the letter or number 
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• You can backspace the register position by pressing 

button B, 

When you finish the password, push the START button 

and the game will begin. 

* If you make a mistake in selecting the password* when 

you press the START button, the wanning “ERHORI TRY 

AGAfcN!11 will appear below the password. 
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* “GAME OVER" will appear. 

# The password will appear. At this point, if you press the 

START button, you can continue your last game. 

• If you use the password when you start a new game., 

you can continue your oW game using that password, 
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D estroy the Giant Mechanical 
Organism—the Mother Brain! 

Samus' mission is to 

destroy the Mother Brain 
* rf* 

in the planet's central dp-. wm 
md 

. * 
m base. On the wey, he eon- 
-JQ 

tinues to search end- v: 

le$slyF and to kill the Mini- 

that he meets ■ 
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Reading the Screen Displays 

During the game, data on Samus will 

appear on the screen display, as shown in 

the picture to the right In the beginning, 

only the amount of energy w^i be dis¬ 

played. But later on, when Saitius cap¬ 

tures an energy tank or a mrsaite, those 

Lnergy awiousiE 

N umber oF 
energy tanks 

Number ol 
I 

numbers will be displayed. Pay attention 

to this data! 

When an enemy is destroyed, an energy bell is 

sometimes given off. If this energy bell is captured. 

S a mu s' energy is increased, but his energy cannot 

increase beyond 99 without extra energy tanka 
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Hunt out the Power items and boost SamusT power] 

At the start of the game. 

only a short 

beam. You have to boost Samusr 

power by finding the rooms that 

contain the Power Items and 

capture them. Boosting Samusr 

power gives him new ways to 

attack—such as wave beams, 

screw attacks, and bomb-set¬ 

ting, there are 10 Power Items in 

total Collect as many as you can 

to fortify Sam us, 

S-amus carries 



The 3 zones of the fortress Zebes! 

The three zones inside the fortress are called 

Brin star (rocky zone), Norfair (fire zone) and Tourian 

{central base). You have to clear 

the first two zones before you 

can reach Tourian. 
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Search out and destroy the Mini-Bosses! 
r 
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The Mim-Sosses have Eneir hideouts in 

Bronstar and IMorfair. Zap them to clear the area 

When they are both down, you can 

make a bridge that will take you 

Tourian. 
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F irst, clear the giant maze. 

The interior of the planet Zebes is a 

winding, complicated maze. Samus must 

attack the walls with beams and bombs 

while searching for the secret passageway 

through which he can advance. Use the 

next page to work 

out where Samus is. Or better 

stilt, make a map of your own 

to guide you. 

map on 

IS 



Here's the map of Zebes! 
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This shows you 
u 

the fortress planet 
looks like. The Mini* 

hideouts m Brinstar 
and NorFafr, Find and 
zap two Min^Bosses 
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from the cdrridor 
that leads into Tour- 
Jan and get to the 
Central 
taming Mother Brain. 
Three kinds of gates 

r. con- ■ 

■ 

The blue ones open 
with one blast from n 

your beam; It takes 
5 missile blasts to 
open the red ones 

to open the other 
ones, 
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All paths start at Brinstar. 

None of the fierce anemias 

appear at the start of the game. 

Use this time wisely to get rid 

of all the minor enemies and 

boost Sam us’ power. Warning! 

Beware of the water!! Fall in and 

Samus' energy is weakened. 

Face the treacherous fire-sea of Norfair! 
If Samus falls into the fire-sea 

his energy seeps away. You 

haven't got much foot-room. The : 

trick is to watch where you land. 

Watch out! Two Mini-Bosses are 
■ 

i i N 
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Jn Brinsiar and Norfair, Samus has to search out 

the Mini-Bosses in their hideouts and! 
:} 

them. 

Look for the corridors that lead to their hideouts. 

Renew your energy and 20cm ahead. 
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At lastl You’re close to Tourian, 

Once you've gotten rid off two of the Mini-Bosses, you 

ve to hit the Min i-Ross statues at the entrance to Tourian 

;n order to build the bridge. Now you Ye ready to enter 

Tourian. The only wav you can kill the Metroid is to freeze if 

with your tee-beam and attack it with missiles. Will Samus 

discover at test the true nature of the Giant Mechanical 

Organism, the Mother Brain? 
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<He to 
Saitiii^ power of attach is weak at the beginning of the game and he is 

armed with only a short beam, it is essential to bunt out the Power Items to 

strengthen him. 

To make the Power Items 
Rooms containing Power 

Hems are hidden some¬ 

where in the fortress 

Zebes. Find! the rooms 

and hit the crystal ball held 

by the statue, to make a 

Power Item appear 
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ft lengthens the attacking range of 
you r beam. It can also boost the range 
of the ice beam and the wave beam. 
Useful for attacking enemies from a 
dtetance. 

Beam 
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This allows you to freeze an enemy 

temporarily. It you already have a long 

beam, then the ice beam becomes a iong 

ice beam. This can't be used at the same 

time as the wave beam. 

When you freeze an 

enemy, you can climb 

over it 

Ice Beam 
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The beams are wave-shaped and are stronger than 

normal beams, If yon already have a long beam, the Icing 

beam becomes a long wave beam 

This super strong Power 

Item spins in flight to attack 

the enemy. Samos' armor 

Hashes during a screw 

attack. 

23 

High Jum 1 

With these boots, Samus can 

jump one-and-a-hatf times high¬ 

er than he normally can. Jump¬ 

ing high wells to to new 

zones are no problem to him 

with these. Be sure to get ahold 

of them. 

Var i a 
This raises Samus1 powers of 

resistance and cuts in half the 

amount of energy he uses ui 

when attacked by an enemy. It is 

most useful when in 

combat with 

deadliest enemies, 



Saimis grows small and round like a 

ball when he gets this Power Item 

Useful when travel 

ling along narrow j 

passageways, 

help him until his 

' energy runs out. 
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Samus can use this bomb whfJe he is stiI smaFi and round. W 

Use the B button to attack an enemy with the bomb- Use the 

blast to break down barriers, You will need bombs when 

escaping from toe Metroid. 

Energy is stored an these 

tanks. Normally, the amount of 

storable energy cannot go 

above 2% but with each tank it 

grows by 100. You can collect as 

many as 6- Keep your eye out for 

them and save as much energy 

as you can. 
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This stores the missiles. If you capture one, you get 5 more j 

missiles, Collect missiles from defeated ene¬ 

mies, You can store a maximum of 255 Press the 

Select button to select the missile and press the B 

button to fire. 
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Enemy characters have different personalities, but they all try to obstruct 

Samus’ prepress. You have to memorise the pi aces each character is Irkdy to 

appear and the best way to overcome them. 

First, the enemy characters in Brinstar 
There are 7 typos of enemy characters Fn Brinstar, Zap them 

then move on! 

as they appear. 

These creatures can pass through walls 

They like to chase after you in groups 
Mellow 5 

i 
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These occasionally fly out of air holes, i 

RememberF It takes one blast of the normal 

beam to destroy the yehow ones and two 

blasts to destroy the red ones. 

! # 

P 

Zoom er These fierce little creatures spray 

sticky fluid from their feet so they can 

move along the floor or up and down 

walls. There are two 

kinds: red zoomers and 

less powerful yellow 

zoomers. 



Waver 

They stick to the ceiling end lie in 

wait for Sannus. When he approaches 

iney spin downwards 

to attack him. 

These powerful enemies flutter 

around in irregular patterns. Shoot at 

them or they'll attack. 
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Ripper 
These strange creatures do not 

have brains. They simply fly around 

sluggishly in straight 

These are also pretty strong. They 

zoom down to attack Samus from the 

upper walls. The red 

I ines. ones are stronger than 

the yehow ones. 

Mini-Boss Hideout l is hidden somewhere in BrSnstar and there are 7 kinds of 

enemies inside it. 

n 
They can pass through rocks and walls. 

Be careful as they fall on Samus in groups. 

They are the weakest enemy in the hide 

out so ifs up to you to destroy them. 

They come out through 

air holes and fly sideways 

There are two types and 

the brown ones have twice 

the strength. 

■ 
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They use their wings like 

drills to descend from the 

veiling and attackSamut, Be 
careful of rock splinters 

when they are digging into 

the ground. ■ ■jr V 
■ * 
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These boneless animals 

creep along horizontal and 

vertical surfaces. They nor¬ 

mally live underground. The 

blue ones are the strongest 
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U Ripper These slow creatures j 

don't attack but fly aimlessly , 

in straight lines. It is wiser to 

run away from them than to 

try fighting them. 
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Side Hopper These powerful enem i e s ] 

attack Samos while hop¬ 

ping, Be careful, the Side 

Hopper’s strength is 

second only to the Mini 

Boss. Destroy him with one 

missile blast 

■■ / 

This is the head of the 

Mini-Boss hideout 

hurts horns from his stom¬ 

ach and back. Be very 

hts fierce 

attacks. If Samus gets hit 

by him, his energy will be^ 

weakened a lot 

He 

careful 
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Next, the Norfair enemies! 
there are & kinds of enemy characters in NorfaEr, Wake sure you know their 

deadly specialties. 

These move in groups and can pass 

through walls and rocks. They are 

weakest and a single btast of the normal 

beam will lay them flat. __ 

Me a 
the 

a 1 i 

They emerge from the tow and sink back into it. It takes more 

than one blast of the normal beam to destroy them. 
*y, 

These are poisonous lumps of lava that are 

\ blown out of the air holes. They are weak 

enemies and have no life force. 

Their entire bodies are 
covered in spiky, fireproof 
wool and they crawl around 
the floor. A missile blast will 
kill them. If using the normal 
beam, if takes two blasts to : j 

'■I 

i ij t 
kilt the blue ones and four ■ 

»- ii \ I .1 _r_ 
blasts to kill the yellow ones. 
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Garnet Their bodies are covered by a super-hard 

shelf, They fly out of the air holes and attack. 

Samus. The reds ones have twice the 
strength as the others. 
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These Rippers are more advanced 
than the Rippers who appear in the 
rocky zone, They can spit fire and fly 
at a high speed. They look the same as 
the other Rippers but they fly a lot 

fasten 

These ancient Dragons live tn 
leva and stick their heads out to blow 
fire at Sarnus. Beware? If Samus is hit 

their fire blasts, 
weakens. 
by e nercjy 

These simple-structure organ¬ 

isms are reflected off the wails and 

bounce around. They are pretty 

powerful but are difficult to attack 

with the normal beam as the wails 

reflect them and they are always 

moving. Use a Power Item to boost 

power first One missile blast will 

then destroy them. 

Multi viol a 

i V 
' # 

n1 
Geruta 

k . The skin on these powerfuf oppo¬ 

nents cart generate fire and radiate 

the energy inside their bodies. Be 

especially carefuf of the strong red 

ones. These creatures are the most 

powerful to appear in this scene 

<w , l 
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Enemies tn Mini-Boss Hideout 3EL 
Mini*Boss Hideout E is hidden somewhere in Brinstar and there ere 6 kinds of 

enemies inside it. 

These fly out of the air 

holes. A single blast will lay 

the blue ones flat, but it 

takes two blasts to destroy 

ie yellow ones. These are 

the weakest opponents in 

the hideout 

These creatures fly down from the ceil¬ 

ing, attack Samos and then fly back up. 

Armor-plated like the Geruta, they are also 

armed with two horns. It takes several blasts 

of the normal beam ore single missile blast 

to destroy them. 
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These are Multiviola lar¬ 

vae and they crawl along 

the ground. It takes two 

blasts of the normal beam 

. *[ to destroy the blue ones 

| ’ and four blasts or one mis- 
y/j 
7* sile blast to destroy the 

yellow ones. 

These also appear in the fire 

region, You have to be extra care- 

of them as they move much 

faster. These are the products of 

the life force that Mother Brain 

breathes into th# molten rock 

They have the same attacking 

power as the HoJte and the Dess- 

geega from the same habitat 
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They jump toward Samus to frtteuk 

him and are the second strongest 

creature in the hideout after the 

Mini-0059. it takes several blasts of 

the normafl beam or one missile blast 

to destroy them, 

The enemies in Tourian 

Conquer the unknown organism, the tetrad and destroy the almighty Mother 

Brain. 

These fireball creatures suddenly 

appear in the S&st scene. Lots of them 

appear but they are not very strong. 
If s the head of Mini-Soss. 

Hideout n_ It jumps up into me 

air and breathes fire. If 5 the 

\\original life form of the planet 

f Zobes and is controlled by Mother 

Brain. Destroy it and you win 75 

missile blasts! ] \ 

I ■ 

Metroid This protoplasm in suspended anima¬ 

tion was discovered or the planet 

SR36&. 3t clings onto Samu9r body and 

sucks his energy. Ft can7! be destroyed 

directly with the normal beam. Freeze it 

with the ice beam:, 3nd then fire 5 missile 

* * 

40 



Thts energy source is vital for keeping Mother Brain alive. It 

is no more than a life -supporting system and therefore won't 

attack, but it must be destroyed and only missiles will do the job. 

One missile blast is not enough. Other weapons are harmless 

against it You have to keep throwing missiles or it will simply 

come to life again. 

Mother Brain 
Mothe? Brain lies 
u 

in the central base of tha fortress piss- 

net Zebes, the home of the space pirates, Its aim is to cul¬ 

tivate Metroid to multiply and conquer space. Zeebetite is 

its energy source. You have to discover Mother BraiiVs 

weak point before you can launch a missile attack. When 

hit, it makes a shrieking noise. 

. 

If you destroy Mother Brain,.. 
If you manage to destroy the last enemy; Mother Brain, wait for a mes- 

to flash across the screen a second later. Something big is in store for 

you! We can t disclose if here, but we can tell you that the game is not over 

11 

NOTH: The total time you take to complete your mission determines its 

final outcome. 
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COMPLIANCE WITH FCC REGULATIONS 
" "1$ equipment generates and uses radio frequency energy 3 rid if not installed ind 

prof>er!yr that ;s, irs strict accordance with the manufacture!'s instructions, 
may cause interference to radio and television reception, It has been type tested 
and Sound to comply Mich the in ts for a Class B computing device in accordance 
w rh the spec f cations in Subpart J of Part 15 of FCC Rules, which are designed 
10 provide reasonable protection against such 
lation. 
cu I ar i nst a i I at i on. 
reception, which can be determined by turning the equipment off and on. the user 
is encouraged to try to correct the interference by one or more of Ehe following 
measures: 

interference in a residential insial- 
How&ver, lhere is no guarantee ih^t interference w I not occu; n a parti- 

if th-s equipment does Cause inter fereoce to radio or tele vision 

— Reorient the receiving antenna 
— Relocate the N ES with respect to the receiver 
— Move the NES away from the receiver 
— Plug the NE& into a different outlet so that Control Deck and receiver are 

on different circuits. 
necessary, the user should consult the dealer or an experienced radio/tel&vision 

technician for additional, suggestion*. The user may find the foHowmg booklet 
prepared by the Federal Communications Commission helpful- 

How to identify and Remo ve Radio - TV In Inference Problems, 
This booklet i* ayg-dab-le from the U.8. Government Punting Office, Washington 
D.C. 2Q402r Stock No. GG4-G0Q00345-4. 
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SO-DAY LIMITED WARRANTY NINTENDO GAME PAK& 

■lUbAf LIVfirfiD WARRANTY. Rf PAIH.-SERVICE AFTER EXPIRATION OF IMflftANTY: 

K itLTde -a11 America Ine. "'NirtddD' j warrants sr. ihe ni -glnal 
consumer purc-naser Hrart ibis Nintendo Came Kik I' HAK' ;■ shall 
be free from dedccts n miatcnal end wo*hmnrHigip tor a period 
- 1 90 £■ ays From da:e of purchase if «i dn_eci Qnvnr^ri hy Thiis 
.. i-f^rtrv rj(■ turk :n.ii ug (hi* 9D-d-sy warranty period. K ntenao 
■Ai.i r^peji -Of redfrOA cE,e F*r, at iii dpipSn. d charge. 

Ti-I rAtfcVO rhiH **fvk*: 

i uO EiOr retire you- d^ectsH* G&me pvr jo th& re:*ii&T, 

2. Ns:i?y lhR Nif-lftftito C<i ft & i.j01# f □ 0p d r C (TO rat iff the 
problem ragui-rlng wparAnw hv 
1 600-422 2602. 
Our Consumer Semico DnpartmRra i% ift o#rinn- togm 

‘6:00 A.M, to -• M PiUhe 'imft Mnrriay ihio^h 
rSatufday- Pease Da No I send yn u r ftik to hfrncando hetonr: 
|wk:np ihe Cbr-sumer £wvice Etopari mens. 

■v' If me Wh<!J«nJo Service- Rto p*e-«i ntart? va s unabln do sUvo 
the pipblem !.!y phu-ni1 you wit! be pnivtocd with a ftoti_*n 
-^-uIhSrii*tk.in ft ipt--j fcf. Simply record “h i- -lunder on the 
tolE&Hf* pack^Qjftfl iSi yftvr ^ple^rivy PA3. £i-d ftHuift VUUr 
FAK HEIGHT FHFPA C AMO IN?l.JHFtl FOR LOSS t?R 
CAMAOF. ingn-iher *ifti y^ui Samil^ pnX>1^1- 
purEfuaR wiRiir tho- iH?-dav ^n^rraftty p«rK>d to: 

Nmcenclo of Am*cicj3 Irwi. 
FJt „ CtHisumer GervicR Deprn rr::Rm 

4!iXi IbOtti AwiUft N.t 
ftorlmond. WA 

!1 ’hif RftK « problem smiuiriAg s^-vio^ t.Pr(M :m M dSy 
•rtjrramy r*i■ ft =1. yi 4&M9Ct h nrkndn Dur■ Saina- 
skRruic? cec*T=u«ift[ jn ih* phcri^ o*iftib*• ftotri *c toft ib« 
Nimfiftdo s^rMicR R*|ffl»e«iiMiv3 ^ uiiaWa to wKya ihe pieWam 
by pio-ic. you will no advr&ee of tho AOpnoidn-ia^ cosr r::: 
Nirlenco to ropa'r w r^p i:.e rho yAK oir' wili rte given a Hfi^ur^ 
Aulhiiricat-ion eumder 

You r>av Ihei- reco'd Ihis number on :f-i± Okrcilc packaging 
Ihe defeLtiw RAX and e-lurn tho dolcctwo merchandise. 
FREIGHT FRf WUO AND INSURED FOR LD5S QJt DAMAGE, to 
Nii-1en£ki. -and endofis -a mbney ordee piryablo to t4lnic.rdo <ai 
Anihric:+ |n£ tho co^t quoted you iRepairs nay also be 
C+i^lj{iO Cj:i & VISA Of MASFEFTCAflD medit -card. I 

•od 

n jflWi fOri^nul i110ffr-jLki". Ihe N ntondo Service Repfeswtalive 
dRtftrrnlnes too PAK n^or h* r^r^ked. ii v*■-! E>4rti)iimMJ Si>d 
‘rftirf I'.! V r i r: ft I 

WAftWANtif E.IMITAT1UNS: 

any applicable nviPLtt& wakkani ^15, incil^bino 
'A'AF-Rft^^lES or MERCHANTABILITY AND FOThLSS - OH A 
PARnCULAP PURPOSE. APE HERCfff L:MITED TO NlN£Tr 
DAYS FROM TJIE DATE OF PURCHASE AMD ARE SUBJECT TO 
THE CONDITIONS SET FORTH HERE U IN NO EVENT gnAiL 
NINTFNDQ RF LIABLE FOR CONSEQUENTIAL OP INCIDENTAL 
DAMAGES RE^.Jl ting FROMTHF BREACH OR A NY EXPRESS 
UH MflFNIFD WARRANTIES, 
Thfl ;•:. I?.- -f. I ft n:j & (hi niily h-- x^lid in ih* UftiMfj StotoK 
ft- ily. Sft-Yie BtXIM-h[PD »M>1 hIhh, :iiriily’ii^nk iti !h>*- *| niiptisd 
war'anty lasis nr e^elusim ndl 'lonujiiunm it nr inr. rlRftr^l 
bumages., so tF-e-otove rrs^ai.ons end ol*jl jsigti n-iny r*: >ipNy 
to yoL' This warranty qiw you spec-lic legal ^rghfs, and v**-i 
nay a'K.< haw otl-#' righls wheeft varv from s: ,ri e io r, t a re 

This wartoiHy &"'<*■ ■ ftrrt Apply if ihe RA \ hus been oamagec tyy 
. IH-: 41 i [>rtf11: h- H ft ft in! H1 ■ lL if .yiJslii/^iivT, l..5KTfwrf|g 

41 tft1 Oi-ier tUuaeH u*irde!fcd to dAfecli^ materials or 
ter* marmii p. 
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